OU KNOW WHAT A CLOWN IS. EVERYONE DOES, 
unfortunately. Since the day their vile blight 
escaped from the nightmarish depths of the 
Far Realm they have spread to every world 
and every world and every plane throughout 
the known multiverse. We have sealed them 
away in the breeding grounds known as 
“circuses” where we breed them for their sumtuous 
clown meats, but soon the days of clown husbandry will 
end, and these ancient evils will once again be 
unleashed upon the fabric of reality. 


CLOWN TRAITS 


As a clown, you have the following racial traits. 

Ability Score Increase. Increase one of your ability 
scores by 2 and increase a different ability score by 1, or 
increase three different ability scores by 1. 

Creature Type. You are an Aberration. 

Size. You are Medium. 

Speed. Your walking speed is 30 feet. 

Flexible. Without squeezing, you can move through 
and stop in a space large enough for a Small creature. 
Additionally, you can squeeze to move through and stop 
in a space large enough for a Tiny creature. 

Natural Performer. You have proficiency with the 
Performance skill 

Slapstick. As a reaction when damage is dealt to you, 
you can reduce the amount of damage you take by half. 
You can use this trait a number of times equal to your 
proficiency bonus, and you regain all expended uses 
when you finish a long rest. 


Languages. You can speak, read, and write Common 
and one other language that you and your DM agree is 
appropriate for your character. 

Subrace. Choose a clown subrace from one of the 
following options: Circus Clown, Court Jester, Juggling 
Act, or Street Mime. 


Circus CLOWN 


Circus Magic. You know the prestidigitation cantrip. 
You can cast it as normal, and you can also cast it as a 
bonus action with this trait. 

Starting at 3rd level, you can cast the cause fear spell 
with this trait. Once you cast that spell with this trait, 
you can’t do so again until you finish a long rest. You 
can also cast it using any spell slots you have of 1st level 
or higher. 

Intelligence, Wisdom, or Charisma is your 
spellcasting ability for these spells when you cast them 
with this trait (choose when you select this race). None 
of these spells require spell components when you cast 
them with this trait. 

Frightening. You have proficiency with the 
Intimidation skill. 

Hammer Space. Your body contains an 
extradimensional space normally accessible through 
your pockets or waistband. As an action on your turn 
you can stow a Large or smaller object or vehicle within 
5 feet of you in this extradimensional space. The item 
must be one that isn’t attached to a larger object or 
surface, and it must be one that isn’t being worn, 
carried, or occupied by another creature. 


You can only store one object or vehicle in this space 
at a time. An object or vehicle remain in this 
extradimensional space until you die, or until you 
retrieve it as a bonus action. 


CourT JESTER 

Convincing. You have proficiency with the Acrobatics 
skill. 

Tumble. You can take the Disengage action as a 
bonus action. When you do, your jumping distance is 
doubled until the end of your turn. 

Jester Magic. You know the vicious mockery cantrip. 
Starting at 3rd level, you can cast the sanctuary spell 
with this trait. Once you cast that spell with this trait, 
you can’t do so again until you finish a long rest. You 
can also cast it using any spell slots you have of 1st level 
or higher. 

Intelligence, Wisdom, or Charisma is your 
spellcasting ability for these spells when you cast them 
with this trait (choose when you select this race). 


JUGGLING AcT 


Juggler Magic. You know the produce flame cantrip. 
Starting at 3rd level, you can cast the catapult spell with 
this trait. Once you cast that spell with this trait, you 
can't do so again until you finish a long rest. You can 
also cast it using any spell slots you have of 1st level or 
higher. 

Intelligence, Wisdom, or Charisma is your 
spellcasting ability for these spells when you cast them 
with this trait (choose when you select this race). 
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Juggler’s Toss. You can treat an object you are holding 
as a simple ranged weapon with which you are 
proficienct. It has the Light, Finesee and Thrown (30/90 
ft) properties. On a hit it deals 1d6 damage of a type that 
you and your DM agree is appropriate for the object. 

Quick Fingers. You have proficiency with the Sleight 
of Hand skill. 


STREET MIME 


Invisible Implements. As a bonus action on your turn, 
you can produce a quasi-real object made of invisible 
force. The object must be a simple or martial weapon, 
or a piece of adventuring gear. The item must appear in 
the Player’s Handbook, and it must be nonmagical. 

Only you can hold the item. It lasts for 1 minute, or 
until you use this trait again. It also vanishes at the end 
of your turn if it is more than 5 feet away from you. You 
can use this this trait a number of times equal to your 
proficiency bonus, and you regain all expended uss 
when you finish a long rest. 

Mime Magic. You know the gust cantrip. Starting at 
5th level, you can cast the silence spell with this trait. 
Once you cast that spell with this trait, you can’t do so 
again until you finish a long rest. You can also cast it 
using any spell slots you have of 2nd level or higher. 

Intelligence, Wisdom, or Charisma is your 
spellcasting ability for these spells when you cast them 
with this trait (choose when you select this race). None 
of these spells require spell components when you cast 
them with this trait. 

Untrustworthy. You have proficiency with the 
Deception skill. 


